THE АНТ OF METAL GEAR SOLID 


с O Nr E"N 17 5 


Pa rcp 
Official Illustrations 007 
Publicity Illustrations 037 
Illustrations for Magazines 057 


Illustrations for Goods 067 


Рат 723 
Characters 098 

Mechanics 116 

Еагіу Mechanics 124 

Artwork 128 

From the Sketchbook 140 
Costumes & Large Square Cards 162 
Opening Demo Movie Storyboard 164 


Visual Effects Directions 166 


Parton 


Talk Collaboration voii Shinkawa a Enki Bilal 169 


Creative Direction: Hideo Kojima Art Direction & Design: Ichiro Kutome Illustration: Yoji Shinkawa 


5 1 
ra 


1 


e? " 


М 
<} TA 
Ч 
PANE 
VAI 7. 
ма е. 


e 


Official Illustrations 
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Solid Snake 


real name: unknown 
sex: male 

age: 30s 
nationalitv: USA 
height: 182 cm 


Ex-FOX-HOUND operator. IQ 180. Speaks 6 languages fluentiv. Also 
known as 'The legendarv mercenarv', 'A man who changes impos- 
sible into possible', since his outstanding activities in 'OUTER 
HEAVEN CRISIS" and "UPRISING OF ZANZIBAR'. Colonel Camp- 
bell called Snake back from his solitary life in Alaska which he has 
been living since he left FOX-HOUND, to ask him to infiltrate Shad- 
ow Moses Island. 
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; She is Campbell's niece. As a recruit, Meryl was assigned to Shad- 

_ Meryl Silverburgh |Ң — ow Moses Island and arrived at the island at the very day of the ter- 
rorist act, and this dragged her into this incident. She will work with 

real name: Snake to fight against terrorists. Born in a house of military tradition, 
from her childhood days she has trained herself to be able to 


Meryl Silverbu become a soldier. Has no combat experience just like any typical 
sex: female recruit. Being a woman, she still handles a Desert Eagle with only 


age: 10s one hand. 
nationality: USA 
height: 175 cm 
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$ An engineer of ArmsTech companv. White wearing glasses, and of 
Hal Emmerich PT | най 90 
friendiv nature. Не is taken as one of the hostages іп the terrorist act 
of the time. Loves Japanimation (Japanese animation). His nick 
real name: Hal Emmerich name "Otacon" comes from the "OTAKU CONVENTION" that is а 


Т 


fan event of Japanese animation held in the US, and of which һе is 
sex: male a regular participant. His grand father was also an scientist who 
age: 30s took part in the Manhattan Project. He knows his grandfather's ago- 

era s иии пу of seeing what he created being used as а weapon, for һе told 
nationalit 


Otacon his experience. 
height: 177 cm 
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Бам‏ سس 
Rov Campbell retired from the armed forces, he has‏ 
because there was no other commander‏ 
Що in touch with Solid Snake, the only man‏ — 
real name: Roy Campbell a the terrorist act of this time. Before‏ 


sex: male "former" FOX-HOUND, he served in the US Marine 
—— T — پپپ‎ Corps, Green Beret and Delta Force. In D, 
age: 60s he was assigned to X.O. of the unit for his plan- 
: TIPA ning capabilities backed up with his 
_ nationality: USA | 2 the death of Big Boss, һе discarded the Sys- 
height: 185 cm tem in the unit, and had built up the 'new' Es 
making full use of various hi-tech equi 
reconnaissance satellites. Though ci , he 
о № 


СЕН 6 The medical chief of FOX-HOUND. А 
— Naomi Hunter som nawus aro ven өн а 
ening. Her staffs affectionatelv call her E 4 


real name: Naomi Hunter 
sex: female 

age: 20s 

nationality: USA 

height: 165 cm 
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Меі Ling 


real name: Меі Ling 
sex: female 

age: 10s 
nationalitv: 

China (Kwangtung) 
height: 160 cm 


and radar used bv Snake in this mission. 


C b Ni . А cvborg ninja whose identitv i: 
y 0 rg inja with stealth camouflage, cuts thi 
bullets with his sword. 


real name: unknown 
sex: male 

age: unknown 
nationality: unknown 
height: 181 cm 


Nastasha Romanenko 


real name: 

Nastasha Romanenko 
sex: female 

age: 30s 

nationalitv: Russia 
height: 171 cm 


Master Miller 


real name: 
McDonell Miller 
sex: male 

age: 50s 
nationality: USA 
height: 183 cm 


Kenneth Baker 


real name: Kenneth Baker 
sex: male 
age: 60s 
nationality: USA 
height: 168 cm 


О 
Militarv analvst, female, in her 2-3 
ing. Specializing in hi tech weapons and - 


pons. Lives in Los Angeles. Her sul to 
provided via Codec.She served in the 
Intelligence Agency), NSA (National 

Cy), but the end of the Cold War me r 


position in the government organiza P 
leaves the bureau to become a free-l 
She lived near Chernobyl at the time of 


and still suffers from a radiation exerc 2 
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McDonell Miller. A third generation АУА rican 
of Japanese Ancestry). He served in 'SAs, 


Green Beret, Marine Corps and FOX asa 
master of survival training. In those аз 
familiar among soldiers аз a hard he 


lives in the nature of Alaska. 


The president of ArmsTech, which is ing 
company of the military industry. Rotund 
man. He has been proceeding the dev nt of 


METAL GEAR to survive in the sta ry 
industry. He also knows PAL. He i E 


Snake while tortured by Revolver Осе! 
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The chief of DARPA(Defence sse À L... 


Donald Anderson Projects Agency). An advocate of the nuclear 


tion theory. Having a cozy relationship with presi- 
— d coca dent of ArmsTech, he secretly pi 'el- 
real name: opment of METAL GEAR as a = 
PAL— a cipher for disarming the дей 


Donald Anderson | 
----------------------------- nuclear warheads. Не is rescued bv 

sex: male he has been taken hostage. 

age: 50s 

nationalitv: USA 

height: 185 cm 


Minister of the Department of ў E^ 


J i m H ouseman the whole operation from AWACS. м - ви 


service when the US enjoyed strong le: 
7 the world. 
real name: Jim Houseman 


Sex: male 


age: 705 
nationality: USA ж 


ғ 
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height: 179 ст 


Solid Snake, Infiltration, Alaska, Nuclear Weapon Storage, Terrorists, Revolution, Hi-Tech Unconventional Warfare 
Unit, FOX-HOUND, Shadow Warriors, Next-Generation Special Force, VR Simulation, Gene Therapv, Soldier 
Gene, Exoskeleton, Stealth Camouflage, Nanomachines, DDS, Dog Sled Race, Gulf War Svndrome, PAL, Psvchic 
Soldier, Soliton Radar, Real Time Burst Communication, Dismantled Nuclear Warheads, Dissolved Nucleus Plutoni- 
um, Trinitv, Apoptosis, Asvmmetrv Theorv, Black Project, Black Budget, National Securitv Agencv, Defense Intel- 
ligence Agencv, Department of Energv, OUTER HEAVEN, Zanzibar Land, Big Boss, Manhattan Project, Hiroshima, 
MIRV, Inter-Continental Ballistic Missile, Submarine-Launched Ballistic Missile, Airbourne-Launched Ballistic Mis- 
sile, Mass Destruction Weapon, Comprehensive Nuclear Test Ban Treatv, Nuclear Nonproliferation Treatv, Anti- 
Ballistic Missile Treatv, Theater Missile Defense, Sub-critical Nuclear Experiment, Nova, Nif, Nuclear Launch Simu- 


lation, Surface-piercing tactical nuclear bomb, START-3, Nuclear-equipped Walking Battle Tank, Liquid Snake 
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Big Boss 


real name: unknown 

sex: male 

age: died in his 705 
nationalitv: USA (assumed) 
height: 192 cm 


Ex-FOX-HOUND commander. Fought as a 
mercenary around the world іп 705. Restect- 
ed Бу people as the mythological "Great Sol- 
dier". In 90's, he was appointed as a com- 
mander of hi-tec unconventional warfare 
force, FOX-HOUND. By the ample funds and 
connections from his mercenary days, he 
build an independent militarized nation, "ОУТ- 
ER HEAVEN" but it was destroyed by Solid 
Snake. After escaping to Central Asia, he 
again build a fortress 'ZANZIBAR', but again 
Solid Snake frustrated his ambition. 
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Liquid Snake 


real name: unknown 
sex: male 

age: 30s 

nationalitv: USA (UK) 
height: 183 cm 


A man who has the same appearance as 


uprising of Zanzibar (after Solid Snake' 
HOUND. His splendid fighting skills 
FOX-HOUND. He is Ше maste 
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Revolver Ocelot 


real e: unknown 
sex: male 

age: 50s 
nationalitv: Russia 
height: 182 cm 


A FOX-HOUND member. Ex-Spetsnaz. A g 
bov movies and spaghetti western. He 
His name is known from being a spe 

tration camps, during his Spetsnaz 
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Ушсап Вауеп 


real name: unknown 
sex: male 

age: 30s 
nationalitv: USA 
height: 210 cm 


A FOX-HOUND member. Has an Alaskan ħ 
Inuit as his parents. Can stand severe co 
which enables him to handle а gatling 
fighters) just like a rifle. Brought up 

ral abilities of some kind. Has 1 

elite who graduated from the Ul 


ШТ 


| 


"м чеда 


нн! 


ШІЛІГІ 


" | 


1 


ший! 
чини и. ۲ 
“24 4 
li | 


а 


È jg | 
| “ 
й | 


ці 
In 
ІШ 


а 
1: ( 
il! 
гч 


й 


سر 
wii]‏ 


A FOX-HOUND member. Was a psychic se 
powerful psychokinetic power and the ab 
Losing his position in the Soviet Unio 

the US. He served in the ҒВІ for 
espionage agent to be scouted to 


Psycho Mantis 


real name: unknown 
sex: male 

age: 30s 
nationality: Russia 
height: 190 cm 
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А FOX-HOUND member. Genius іп sniping 
patience that she can keep aiming а 
(even a week) without eating or drin 
takes care of wolf dogs kept in the 
ing of herself in the wolf dogs 

sex: female huskies --- as she has withi 

age: 20s self to the US. Because 6 
Tac Оло чы also a dog lover. ۲ 


Sniper Wolf 


real name: unknown 


nationality: Iraq 
height: 176 cm 
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Nationalitv: Unknown 
Age: Unknown / Real name: Unknown 
A master of disguise. Copies his sub 


Decov Octopus 


real name: unknown 
sex: unknown 

age: unknown 
nationalitv: unknown 
height: unknown 
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Genome Soldiers 


A: NBC Warfare Troop 
B: Light Infantry Troop 


C: Arctic Warfare Troop 


D: Heavily Armed Troop 
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Members of the nexi 


ceived gene there 
actual combat 6 
nuclear weapon 
led by Psycho 
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GenomeSoldiers Light Infantry Troop 
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Heavilv Armed Тгоор 


NBC Warfare Troop 
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79+ 1,71: ЕЛЕ пт ЭСИЕТІСУ”ИУРІБІ,, ИРУ Mac E фота Т. DLILŻEMUEŻDLTĦATWVELŻ 

в. BUE Ооо СУ A. -—EPotTARPOROTT 

І filmed the model with scratched texture with а 8 mm camera and displayed it оп the TV monitor. Then | also took pictures with a digital camera to add effects with mv Mac. 
This was like what modeling magazines used to do in the past. | always wanted to try doing this myself. 
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Publicity Illustrations 


РТА ЖАР КК ЕСС Т» دار وم وم ما ولا و دا‎ и КІС ФИ ЕИО MALOT, KAKIAOANYANY CHoTLEVELE 


MRL-IŻTFI-1MIRÀTŻT, БАЈАН ЊУ ЖОС رباص‎ C+ 


This is drawn with the same technique used for the postcards that were given out as a bonus to those who reserved the product. It got reallv crispv and dried up because І painted over it repeatediv 
with thin black ink and correcting ink on top of regular copying paper. Toward the end showed up matiere from underneath as if l was oil painting — something І used to do in the past. 


The experience was fun and brought back memories 
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ЧИНД A43 — 2 E JRIKGHROTUBUBI S FALLOTHFANG. 007-0] 160 ۲4 7 ۳۱2۵ СОЗ. CoTVELAMMROHS LETTONIA LAU 
УЕ - TM ۸4 2 ط‎ 4 РІДНЕ, ҒОфФФЫЗАКЕИОФОЖЖЫОЫҚЫ Ў 


This was for the signs displayed by the Skywalk of Ebisu and JR Shibuya Station but never got used there. This is long sidewavs to serve that purpose. It was not easy to create such heavy colors. 
Being able to implement many ways to add colors on the computer made it difficult for me to select the best touch 
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jJLAbhEDTIA, 602904 مسا‎ BAROM E <-С1ЕЙ СО ла. 
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het. МІ ДО ого CNINJAO: Ud УС 0 


- 


Ш<-У(р.40-41) DA FALDOA DEN 


This is the illustration that replaced the one on the previous page. І had to rush this one since І was told that a polygon CG of the Ninja would be used due to limited time. The sign displayed at 


Shibuya Station was indeed spectacular! 
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<, Л 065 (2 + = ЈРМ) ТЕЗИ А 
с. ТТТ РЛ 3 


£/2uO0XHtH 


F. #— ААУ Viliiiütz 21277 
A. # Јука 3 # L 7: 


1 7 YV 49 RIMES OPA У МЕТ У >! 


2. 2 باز‎ 3۶ ۳ ۴۱) ХЛ У IC 
— БАЛЕІЛІСІ ک‎ 1 2 FRILHVEtA 


1. This was used for the poster, package visual, and the title screen of the game. І asked Mr. Ichiro Kutome (Konami JPN) to add effects to the monochrome material І prepared 
Details of Metal Gear do differ from those in the game since І drew this before the design was 


2. І drew this because І wanted something with Metal Gear itself being the central character 
finalized. Equipping Metal Gear with a rail gun was not part of the original plan 


43), REPO ЕХ Ета) Ж 7-АОУАЛРЮУЕШЫЛАУХ ХЭ ЕСЕ и b IRAFrFIII-DUEHTT 


Although he started out as a nobody from a graffiti, he ended ир becoming one of the main characters to appear on the main visual. Не is now one of my most favorite characters. 
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NEXT IFT 77 ОС ТА ۷۱/0۱, NAYI- TFEUocH 9 47:75:10) 
ETT ажмялъжиикжолотс, CAGECATH. 45, 4777 К Ж ЬІ 
Епсокс!:2. 

This originally was a simple graffiti іп my sketchbook, to which І added some colors with the 
Painter. We then needed an illustration immediatelv, and this turned out to serve the 
purpose. This is just how things happen. 1 think this is OK as long as it has a great impact. 


слъфтож 748 07:03 AS RICA oT E To 


This drawing done early in the project is a favorite of mine. 


Е 07 07 LE HIM LX:CGAGZL TT, МЕСО ЛАТ FERREL, 
Ор АЧИ АЪТ ДИЗ ААЫА NE +. ESTIŻ 
24121 17:12:14 К, HLL 


THIS OG jllustratiofi Was used іп a brochure for ЕЗ. First-l-did'a'rougħ'sketch with a brush;-then 
communicated what жава ту mind,to.the CG artists, and went back and forth to them to finish 
this) At E3 the hype was great, and was-really pleased 
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САТЕ ОҒ НЕАУЕМ? 


СЕТ STUFFED 


SOLID SNAKE 
ОКАҮ? 


WHAT IS METAL GEAR? 


TAŻWET У FOME СО РІВ МІЙ У 5054-2045 а оси tU? MELO BONA THAI RETARDO, 3397 با و‎ 4 A FE 
EF. 7 مد‎ AFF AEDT, ЕОС TIREN 

2. ЕНГ НОД Кот) СУС! IE RDN, РЕВВА 2 С СЕ 3 ЕН2І>77-Хпуә7 | ۲۷۱ 24 VE ТОТ ~ 

. This is the first drawing | did as a magazine ad for "Metal Gear Solid". It ran across 2 pages with the illustration on page 50. | took the comic book approach to communicate that the game 


was one with a strong narrative flavor. The dialogue is not intended to make much sense. Please do not spend too much time trying to figure it out. 
2. Mr. Kojima, the director, asked me to "draw something with women only!". І fulfilled his request while being a bit confused. He even ended up giving this the name "Lover's Rock". 


BA 
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М MA AE T 6 & 12m. 7295 MY 7:7: МЪЕЖОЛЕИЕ- CHASM 15۱-70 3 +. ОИ 


Its height when folded up in the hangar is 12 m. When it folds its heels and stands up to walk, it reaches 15 m. | visualized its way of walking as that of a dinosaur. 


AINT, ХУ X TD, ART REX ОНА Я УЛ GF ۷۱۴ ۱۱۲۱۷۱۸۵۰6۵۰ [REXJOOPREX | FH 94 TOR DEX (122 k3)if—1VazbtvjniżtiTLiji 
b. RENDU 0 


"Successive Metal Gears" — Metal Gear, Metal Gear D (revised), Metal Gear REX. "REX" could come from "R-EX" i.e. an EXtra version of type "R". How does this sound? Oh, І just thought 


of this now. Never mind 
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Illustration for Magazines 


ATACAT OAT TES =. | ЗСАТОРА СА АТА 


KARD ЖЕ 5 FALADOTT, B ПЬЕСА FIR—EMIKORENTLIVŻLŻ 


І drew this for the cover of the game guidebook. It turned out to be what І intended it to be, but І forgot to include the cardboard box. 


[22327 у) > КІ НЕОН ОМОТ. F—-—AXWUPBIŻ, RMU +77 07:504 РАТЕ ОСУ ОС БАЗУ о ИВ А CU? VEKICUPKMR 
BLEDT, обе ЋЕ tA. 


A series of magazine covers at the timing of the release of "Metal Gear Solid". When the game development was completed, І started working on illustrations for the front covers — the project 
did not seem it was over yet. І haven't taken my vacation since, and I'll probably never feel that way. 
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HLoVUNML Ao G+ (SOCOMEAVOCGIXE AFFE 57:6 О E HEAL). SOCOMEA MA 7 АЕН LMI, б وتا‎ Falle 


СОЖ, 
ин FAME EN, KP USSOCOM TIERRA 3117: b O 


NICE, БОВЕ LENE CT, FAC THAVOTRHIAYRATZOTH, ФКА5ЕСЬЬСКЬКЮ 
АРЕ 033. 12507 08947079 88 АЯ; و‎ 4 4 ۱ 

This was the first illustration to appear оп a magazine cover. І was happy when it did. (І didn't create the SOCOM pistol CG.) The SOCOM pistol was used іп the game simply because it looks 
COOL — period. It's big, very square, and looks great in polygons. Its being 45 caliber is also important. However, time went by while the game was being developed, and the design of the 


pistol adopted by the US.SOCOM turned out different. l believe the prototype looks so much better! 
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COLONEL, 


WHAT'S A RUSSIAN 
GUNSHIP DOING НЕНЕ? 


I HAVE NO IDEA... 
BUT IT LOOKS LIKE OUR LITTLE 
DIVERSION GOT THEIR ATTENTION. 


NOW'S YOUR BEST CHANCE 
“І TO SLIP IN UNNOTICED! 


A 


ЖОЛОО 2 ۳ нож 23) Эх ۷۱ жавгомс?. МЕД HAT —-—SAPSORAT( UM, KWIED-ŻTADIMDAA1DIJLWŻAILEMMLILŻ. 


This is a weird illustration with frame divisions although it was for a front cover. The designer from the magazine asked me to "do something with the comic book flavor as done in ad a while ago." 


RAVI-EWOFI TEE MOVELE GIL FARTHUZED TH. ОЙЧА) ААС, NAYI-OMYI-NTRLTAELT. “эрца А [EDGE] 0236۱21۵ 
DELA. BEDRE SR О (1719 MET, РЕЯ СОЗ). #ФЕРСЕО H Ei оС ҒА). EDGE SA, BRETTEN. 


І drew this to try out the software called Painter. The brush strokes were not scanned but created with the brush tool іп the Painter. This turned out to be the front cover of "EDGE" magazine 
of the UK. It was only a graffiti... (though it looked kinda cool with some effects added.) І don't have this particular EDGE issue. І would love it if they could send me a copy. 
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Ми Ум ЪЗ, үл MERO اد لات) ط‎ ۷۱ ۰ DARZDDBIAEBTIZJAĠÀDTITT. 


Pink and purple are а couple of my favorite colors, and | sometimes use them subconsciously. These colors supposedly have the power to charm people. 


Illustration for Goods 


DRAMA CD METAL GEAR SOLID Vol.1 


F3 VCDAOAR—YAFARCH. МИМО 2727 ЕАУ 2, SMLKOZETH. ۳9 0 У АСС ол ОЦА, Ж 2۱3161 КА F-ELTBMLT 
охколънлакт3. ФЕ) ИОС, Ася У б EMV TARO REMOTA, ФО ВЕЕ AA КЫССА, 


Image illustrations for the Drama CD. Effects were added to the final product version; not to these — just like my original works. Mr. Motosada Mori, the military advisor for the game, wrote the 
scenario for this. | couldn't help smiling from looking at how he wrote about the use of weaponry. | sometimes have the desire to draw comics, but | just don't have the guts to do it. 
Would someone draw for me instead? 
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MLAZ-—1FVA1IŻENMIRA оТ ЗА W. Xo 


НАГАНУ OMKC LOVING TIŻFARJAkoklltAbNEŻLEN, 
118:1/3 1213 MA сие E, ЈУ Wu У АЛИ 
Mavbe І just wanted to draw Мегуі іп a sneaking suit. Long time ago, mv college professor 


told me "not to draw something just because you like it." І get upset every time | think of 
his words. "If you don't draw something because you like it, what WOULD you draw!" 


DRAMA CD METAL GEAR SOLID Vol.2 


LATUSPE 7а MORE, Жолт УУ ARTE 2 جات 02 00۱7 9 مت زا‎ Zbl, РЕВА ۱۳ ۵121۰۸۱2 
424) 20707. Wb C КО ФАФА И Ло! MEDNFYALT ONT, MOLA را‎ УУ ДЕСИ. RE, HNAY HEH T Rt U? k š 2 
УМУ. 54:94:45 8 t Ви лут Су Е, БАРЬ ОН а ХС 2 LU CT, AED FF AIM, ات‎ Е, 
EJES 115? 


When І had the chance to fire ап USP in LA, І noticed how well Japanese air guns are made. Тһе relativelv weak Кіск back from the 9 mm gun as well as how it felt іп mv hand was identical to 
that of my toy gun in Japan. Although it was my first time to fire a real gun, it didn't feel that way! The weight balance was very similar as well, and the bullet seemed to be attracted toward the 
target pleasantly. Firing a Government single-handedly was a totally different story -- it was awesome! A 45 caliber was raw sensation! It felt like struggling to hold a door shut while being 
banged from the other side with a hammer. How on earth would it feel if | fired a 50 AE Desert Eagle like this single-handedly? 
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MIED-STLOŻD TFŻINGT, 295 ЈРМО ИКС А, EL. PRED 9) ОЧО4 У) CX TFA 


| did this one for magazine PR purposes but was rejected. We then used this for our Konami ЈРМ New Year greeting cards. This goes back to the early stages of the project. Quite rough, isn't it? 
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Other Illustrafions 
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When drawing swords and samurais, І went to Jimbocho (citv famous for manv stores selling used books) to buv books оп swordsmanship and did а lot of studving. Ideallv, І should have taken lessons 
from a teacher, but І did not have the time. І thought reading books would be better than doing nothing. Drawing the use of guns without knowing how to handle guns could be a disaster, you know 
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| was very happy when asked to do illustrations of the Shinsen-gumi. In the beginning, | had trouble doing the, but | hyped myself up and got into a roll and completed them 


THE ART OF METAL GEAR SOLID 090 


091 


(p.092-093 [ME КЕШІ) ix FIER CE XE ORT LELI, 4 1Ус(:05 ОЙ ОЖИХЕН-СОЁТ. ЙОМУ А EN оса о СТО 54074150 
BEM TH ع ده‎ 8 ( ۷۱7۵ СО 27۳188 108 7۶ IE IŻ E. ГОЦ ФТС Л-Е- ЕЭЗ тэс ое Bel ET. ИЖ 02197211519900 5 27۳4617۵۰ УВО ЊУ Хо 


І spent ту college years in Kyoto. Kyoto has а very unique atmosphere that you can find nowhere else. While working on the illustrations, І really wanted to visit Kyoto again. When you drive 
along Shijo Street early in the morning, there is no one there. It is a strange feeling. І remember parking my car in front of the former imperial palace and drinking canned coffee. | drove my 


friends 1972 Minica F4. Oldies but goodies! 
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І was asked to do illustrations to be inserted іп a novel. They are not really scenes from the story. They are more like character setting sketches 


of the characters of a game. Kujo sort of looks like Jonathan, doesn't he? 
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| drew this for the cover of "Game Hihvo' Magazine. The gun in the hand is a SEW М22А. It is a very beautiful design with scope mounted on the slide from the 


very beginning. Really really cool. I'd call this functional beauty. This is exactly what І wanted to draw 
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First Encounter 


Shinkawa: I was about 12 or 13 when I first saw your work. 
Until then, Га only seen Japanese anime and manga. So when 
I came across your drawings in the Western import section of 
a bookshop, it had a great impact on me. It made me think, 
“Wow, drawing can be done this way too”. 

Bilal: Is it a front talk for about 20 years ? 

Shinkawa: I didn't really understand the story because only 
the original French version was available at the time. I simply 
studied the drawings. BD (Bande Dessinee *!) illustrations are 
larger compared to Japanese manga works, so I cupped my 
hand and peered at each frame up close as if I was looking 
through a telescope. It made me feel like I was really part of 
the story — a real interactive experience in the sense that I 
actually entered the world of the story. 

Bilal: I know exactly what you mean. I think looking at the 
drawings like that helps bring out all kinds of detail. And the 
combined effect of that over the whole story can increase your 
perspective of a new world that you've never experienced 
before. Whatever the subject matter, a good illustration can be 
interactive, with the power to let you witness a dream or 
experience a journey without using any words to describe it. 
Shinkawa: I agree. As I said, I've been influenced by your 
work since my childhood. When I got a job at a game 
company, the first project I worked on was "Metal Gear". At 
the time, video games were all colorful and very much just 
“games”. You got the impression they were all really designed 
for kids. So I thought I'd incorporate the kind of color-sense 
from BD into “Metal Gear”. 

Bilal: Гуе seen several drawings and examples of work from 
*Metal Gear", and Гуе noticed that interspersed in the 
futuristic world, there's quite a lot of modern-day technology. 
Does that have some particular significance in the game? 
Shinkawa: Obviously, *Metal Gear" is set in the future, but 
if everything in the game consists of things people have 
never seen before, I think that actually detracts from the 
futuristic impression you're trying to create. For me, 
including real-life items from the present, like weapons, is 
the best way to get across the feeling that it's set in the 
future. Otherwise, the player can't really get into the game. 
I know you've produced quite a number of futuristic stories 
too, and it's the real world elements that really bring them 
to life for me. 

Bilal: I see. I like to include things from the present or the 
past as well. By tweaking things that already exist and 
placing them in a futuristic environment, you help the reader 
get a better feel for the futuristic time and setting portrayed 
in the story. 


The Design Process 


Shinkawa: With games, it's normal to design the characters 
and objects before they're placed on the screen. In your case, 
do you design the characters and things at the same time as 
you're drawing the BD? Or do you create stories with 
characters and objects that have been designed in advance? 

Bilal: Generally I think about their design as Гт drawing the 
BD. But there was this one time, for Nikopol *?, when I 
designed the character beforehand. Actually, about 2 or 3 days 
before I came up with the design for Nikopol, I saw a Swiss 
actor named Bruno Ganz * in the movie “The American 
Friend". The character he played and his performance had 
some similarities with my ideas for Nikopol, so I took some 
inspiration from him. But that was the only time it worked out 
like that. Of course, the design process is different for BD and 
movies. With the CG that you use in movies, you have to 
finalize the design first, just like you do in a game. With BD, 


#1: BD (777%) 

737 AMO MIMI $577 71172372 ОВК. 
[Bande Dessinee | AE 8 ОС, [BD=<7 | 
EXKSnalkbbs.WWELCU ROT] 
А ЊИМ HOR ERIK "BID 
EW ELT ED KAMEL БЕС 
(се. ККИЖЕеИЬСТЬНЖОГ УХА 
REED. ВКОТРЕ А О ОИ СА 


#1: Refers to comic strips popular іп French- 
speaking circles. The full term is "Bande Dessinée", 
but it is often abbreviated as “BD”. It literally means 
"band of drawings", and after films and TV 
productions, it is regarded as the "9th Art", and has 
firmly established itself as a culture that appeals to 
adults. It has had a great influence on Japanese artists 
such as Katsuhiro Otomo. 


1۳2: za (Nikopol) 
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#2: Тһе main character іп Bilal's most famous series. 
His full name is Alcide Nikopol. He is portraved as a 
rebel hero, and since Bilal is known for 
"engagement" (French word that refers to writers 
alluding strongly to politics in their work), many fans 
believe Nikopol is a mouthpiece for his creator. 


#3: 7v — 7-317 (Bruno Ganz) 
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КАП: [7247 x 2 К» (Nosferatu) J (79%). 
ГАУ. КОЙ (The Wings Of Desire) J 
(8746) [ K3& E B (Mia Eonio Tita Ke Mia 
Mera) J (98%) ft 


#3: Studied at a drama college in Zurich, and made 
his screen debut in Switzerland. He has given highly 
acclaimed performances in films by directors such as 
Eric Rohmer, Wim Wenders, Werner Herzog and 
Theo Angelopoulos. He has also performed in stage 
productions, such as “Der Ignora it und der 
wahnsinnige”, for which he won the 1973 best actor 
prize. Other works include: “Nosferatu” (1979), 
“The Wings of Desire” (1987), and “Mia Eonio Tita 
Ke Mia Мега” (1998), 
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like I said before, you can work on the design as vou're 
drawing the character, and sometimes that process can help 
develop the character and the story. 

Shinkawa: I make a clear distinction between designing my 
characters and drawing illustrations for things like packaging. I 
think of them as totally separate procedures. For me, drawing 
illustrations is quite stressful. I much prefer the state of 
thinking, “It would be fun to make the character do this," and 
coming up with a design for that. When you said that the design 
process can help develop the story, what did you mean exactly? 
Bilal: Take my most recent BD, "32 decembre" *^, for 
example. I didn't prepare any kind of characters or story. I just 
started from the single idea that there'd be 3 main characters 
that would eventually meet each other again. But in actuality 
the story ends without them seeing each other at all! [He 
laughs] So the story went in a totally different direction from 
the idea I had six months earlier. The reshaping and remaking 
process, which began from that original idea, produced really 
interesting results. I enjoy working like that. But I don't 
always change what I'm doing based on ideas I have at the 
time. ГІІ soon start production on the sequel for “32 
decembre", and since it'll become the concluding part of a 
trilogy *°, I think the story must be carefully thought out and 
the ideas finalized as I approach the drawing process. 
Shinkawa: Does it seem that the movie which made the "La 
Trilogie de Nikopol" 5 the original will be exhibited in Japan 
soon if it is called a trilogy ? 

Bilal: Yes. I hope you'll get a chance to see it *°. Another 
point about ideas stemming from design work is that I often 
find my work governed by events happening around the 
world. For example, there's an evil character called Warhole 
in *32 decembre" who is responsible for a horrific event in 
the story. While I was creating him, 9/11 happened. 
Witnessing it with my own eyes had a huge impact on my 
concept of the character. Have real-world events ever had an 
impact on your work? 

Shinkawa: Well, 9/11 had a significant impact on *Metal Gear 
Solid 2" as well. I was working towards the climax based 
around an event happening in New York. Just when I was 
about to start work on that final scene, 9/11 happened. So we 
deleted all related scenes. There were quite a few similarities 
between the actual event and what the team had envisaged for 
the scene. As you can imagine, we were all really shocked. We 
were all speechless for a while... 

Bilal: It's one of those cases of "reality exceeds fiction" 
that happens every now and then. That's why artists have to 
create fiction that continues to progress and develop, or 
else it will be suffocated by reality. It's always a constant 
battle against reality. 


BD and Movies 


Shinkawa: Are creating a movie and writing your own BD two 
totally different things? 

Bilal: Absolutely. When you're drawing a BD, you get more 
and more passionate and focused on it. When you make a 
movie, it's not just you; you're working with the CG creators 
and all sorts of other people. But amidst all of this group 
effort, you have to try and maintain the "sparkle" of the 
original idea as the work goes on. It becomes really important 
how you convey your original enthusiasm and opinions to the 
production staff. But it can be interesting to incorporate the 
ideas of the staff into the final concept as well. It can make 
movie production really fun in a different way. 

Shinkawa: Game production is the same. The ''Metal Gear" 
series is directed by Hideo Kojima, and it's important that 
every member of the production staff understands the image 
he has in mind for the production. 


ita: [32 decembre] 
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*4: Literally, "December 3204”. It is the latest work 
in Bilal’s "new trilogy” series which began five 
years ago with the release of “Le Sommeil du 
Monstre”, 
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#5: Bilal's most famous series, created between 1980 
and 1992. It was made up of "La Foire aux 
Immortels', "La Femme Piċge' and "Froid 
Équateur". It is this series that has firmly established 
him as a sci-fi artist. It will soon be released in 
Japanese, courtesy of Kawade Shobo Shinsha. 
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*6: Bilal's most recent movie, scheduled for release 
in Japan in the Golden Week spring national holiday 
in 2004. Bilal was responsible for its direction, plot, 
and script. Its theme is "the myth of eternal love" 
woven by God and man. It features Nikopol and 
other characters from "La Trilogie", and this newly 
written story creates a new allure all of its own. The 
mysterious heroine Jill is played by Linda Hardy, and 
Thomas Kretschmann takes on the role of Nikopol. 
See http://www. god-diva.jp/ for further details. 
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Bilal: There's another crucial difference between drawing BD 
and making movies, and that's "image reproduction". For 
movies you have to consider the budget, and very often you 
can't achieve the story or imagery you'd originally imagined. 
On top of that, the production time is limited too. So it 
becomes difficult to produce a movie scene on the screen as 
you imagined it in your head. Movies have bigger budgets, but 
I feel like the ways of bringing ideas to reality are more 
limited than they are with BD. 

Shinkawa: Speaking of image reproduction, once a scene has 
been shot from a particular angle for a movie, that's often 
enough. But for games, objects created with CG have to be 
fully and completely designed because the player can go inside 
and move about within them. To make matters worse, “Metal 
Gear" is set up so you can get an overhead view of everything, 
so it all has to be created in really fine detail. When I look at 
your work, I get the same sort of impression of a world created 
in minute detail. It's really inspirational. 

Bilal: [He laughs] Thank you. So have you ever drawn 
manga? 

Shinkawa: I gave it a shot, but it's really not my thing. 
[He laughs] 

Bilal: I've tried movies too, and that's all I can say! It 
was really hard work, but I wanted to do something a bit 
different. Do you think the world of manga is still growing 
and maturing? 

Shinkawa: Manga was really popular when I was in junior 
high and high school. But that seemed to cool off a bit when I 
started doing this sort of work... Maybe games stole the 
limelight a bit. For me, since going from being an observer to 
a creator, Гуе hardly read any manga at all. I realized that I 
much prefer drawing my own illustrations. 

Bilal: In France, the BD scene keeps growing . 

Shinkawa: Do you think there are still new areas and new 
methods of expression to be explored with BD? 

Bilal: The new generation of artists is creating a genre of 
auto-fiction; in other words, their drawings are detailed 
reflections of their own lives and experiences. I think it's a 
movement we should all embrace. Just like books, new 
genres of BD are born, and I think it's good to cultivate all 
these new areas. 

Shinkawa: When manga was in its heyday it was exactly 
like that too. New genres used to pop up one after the next. 
But I get the impression that the things have settled down a 
bit. I thought it would be great to discover a creative new 
stimulus through our meeting, and now I'm really looking 
forward to reading the new genre of BD. 


On Games 


Bilal: What are your thoughts about your work on games from 
now on? 

Shinkawa: Of course I really want to focus on the concept of 
interactivity — to make the player really feel like they're in 
another world... That's the sensation I'm really striving for. 
The player should become the character they're controlling 
within the world created by the game. In that way, I think my 
goals are similar to those of BD. 

Bilal: Aren't there interactive games out there like the one you 
just described? 

Shinkawa: Well, not quite yet. A long time ago I thought of a 
game where the player just wanders around a city, doing 
nothing more than looking at the buildings and other living 
beings: an attempt to recreate the excitement of being a tourist. 
But Гуе come to realize just what a technological challenge it 
is to create a city like that. 

Bilal: Aren't there games around now that stimulate and 
incorporate emotional elements like love? 
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Shinkawa: Well, (һе foundations for the story in "Metal Gear" 
are the feelings of love between the characters. But a lot of 
gamers are impatient, and they want action and fighting 
immediately! [He laughs] So it's pretty hard to insert an 
emotion-based story. I guess you could think of *Metal Gear" 
ав a series that's evolving those themes. 

Bilal: I think it would be fascinating to see "true love" that is 
unbound by pre-programmed limits developing within a 
game. To give the characters in the game feelings like real 
humans, not just robot-like responses, and to let the player 
experience that. 

Shinkawa: I've heard about players falling in love with each 
other on Internet games, but it's beyond our current abilities to 
give the characters in games a sufficient emotional depth that a 
player could fall in love with. It might be possible to give 
characters emotions using something like AIBO, where the 
programming can expand and grow of its own accord. I’m 
really interested in the production of interactive things with 
sensory awareness that can self-develop like that, not just in 
games. Maybe in the future we'll have things like the feeling 
female android that you drew. 


And 32 


Bilal: There's a whole host of games available now, but 
thev're treated more as products for sale than works of art. But 
looking at your drawings for *Metal Gear", I don't get that 
impression at all. As a fellow artist, I get a real sense of 
affinity. I can really understand your work. I think it's brilliant 
because it uniquely depicts characters that are realistic, but not 
larger-than-life. 

Shinkawa: Rather than depicting a complete character, I try to 
leave room for the reader to fill out the image. In novels for 
example, the reader is told a character has eyes like this, and 
looks like that, and they fill in the rest. But a picture can be 
taken in exactly as it is drawn. So I feel it's better to let the 
viewer just get a flavor by deliberately drawing characters 
with a few ambiguous omissions. 

Bilal: It's certainly true that if you draw in too much detail, 
BD gets pretty stale too. Your pictures leave just the right 
amount of distance between reality and the image. Is the work 
you're creating now going to be used in subsequent releases of 
the “Metal Gear" series? 

Shinkawa: Yes. The third one will be set in U.S.S.R. during 
the *60s, and the main character will wander through a jungle. 
Right now I'm trying to figure out if I can include some of the 
elements of older U.S.S.R.. 

Bilal: It always produces interesting results when Japanese 
artists include European culture in their work. Like Director 
Mamoru Oshii's “Avalon” %7, I would say “Metal Gear” is one 
of those works too. 

Shinkawa: Up to now in the series, the setting has been a 
futuristic one. But in “3”, I'm hoping to portray “а futuristic 
past". 

Bilal: I see. I think stories that aren't based on history, but 
re-work the past in a new way can be really fascinating. I can't 
get excited about history just being replayed from another 
person's perspective. In my case, I like to put present and past 
images into a futuristic environment, but it's just as feasible to 
put futuristic images into a past environment. 

Shinkawa: Well, I’ve been a fan of yours for a long time now, 
and it has been a great honor meeting you. 

Bilal: The honor's been all mine. Гуе been hoping to meet you 
ever since I first saw your illustrations. Thank you. 

Shinkawa: You've given me lots to think about. It's made we 
want to explore various new areas from now on. 

Bilal: Well, Гуе decided to try my hand at the game world! 
[He laughs] 
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47: A documentary film directed by Mamoru Oshii, 
an icon of the Japanese animation world. It portrays 
lost youth of the not-so-distant future and its 
obsession with virtual war games. Filmed on 
location in Poland, it combines the stunning realism 
of actual weaponry with the latest computer graphics. 
The result is a unique new cinema experience, and 
its creative genius was highly praised both at home 
and abroad. 
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Enki Bilal 


Bom in Belgrade (Former Yugoslavia) in 1951 to a Czech mother and a 
Bosnian father. Moved to Paris with his family at the age of 10. 

Won a competition sponsored by the comic "Pilote" in 1971, and produced his 
first published work the following year. In the late “708 through to the “805, he 
went on to create his own unique world with the publication of a run of single 
volume comics (albums) based on concepts by writer Pierre Christin. These 
works included "Les Phalanges de l'Orde Noir" (1979), "Partie de Chasse" 
(1983), "Los Angels, L'étoiles Oubliée de Laurie Bloom" (1984) and "Coeurs 
Sanglants" (1988). Simultaneously, he published his own original work, "La 
Trilogie Nikopol". The three volumes in the trilogy comprised of "La Foire 
aux Immortels" (1980), “Га Femme Piċge' (1986) and "Froid Equateur" 
(1992). A movie based on the first two volumes, “бод Diva", will be released 
by Nippon Herald this spring. Won first prize at the Angouléme International 
Comic Festival in 1987. Won the "Book of the Year Prize" with "Froid 
Équateur”, the first BD writer ever to achieve this recognition. Published “Le 
Sommeil du Monstre" in 1998, the first in the series of a new trilogy. Had his 
work displayed at the Paris Bibliotheque Historique library's "Enki Bilal 
2001" exhibition. Has also been actively involved with movies since the '80s, 
including costumes, production and design for "La Vie est Roman" (1982) 
directed by Alain Renais. Then worked as illustrator for Michael Mann's “Тһе 
Keep" (1983). Made his debut as director in 1989 with "Bunker Palace Hotel", 
starring Jean-Louis Trintignant. Also directed “Tykho Moon" іп 1996, starring 


Julie Delpy. Stage design work includes Angelin Preljocaj's 1991 production 


of Prokoviev's "Romeo and Juliet" 
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